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THE Game of Whiſt is ſo hap- 
pily compounded betwixt chance 
aud fill, that it ts gener ly 
efleemed the moſt curious and en- 
ertaining of the cards, and ir 
therefore become a favuurite amuſe- 
ment to perſons of the firſt conſe- 
cence, and the moſt diſtinguiſhed 
evilities; the great variety of 
bands and critical caſes arifing from 
ſuch a number of cards, renders 
the game fo nice and difficult, that 
much time and practice has here- 
gore been neceſſary to the obtain- 


mg 


PREF ACK 


ing a tolerable degree of niw- 
ledge in it. 

The following maxims vere be- 
gun by way of memorandums for 
private uſe, and are publiſhed with 
a deſign to inſtruct beginners, 10 
affiſt the moderate proficient, and, 
in general, to put the players more 
upon equality by diſclofing the ſe- 
crets of the game. 

The author pretends not ti 
teach thoſe who are deeply Killed 
in the art of . hiſt, but hopes to 
merit their indulgence and profit 
by their admonitions, ſo as to cor- 
recti what is amiſs, and improve 


what appears imperfect. 


L E A D E R. 
X EGIN with the ſuit 
£- 1 of which you have 


moſt in number, 
For _ the trumps are out, 


you will probably make ſeveral | 


tricks in it. 


2. If you hold * numbers 
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2 LEADER. 


in different ſuits, begin with the 


| frongeft. 


Becauſe it is the leaſt liable to 
injure your partner. 

3. Sequences are always eli * 
leads. 
Becauſe they ſupport your 
partners hand, without injuring 
your own. 

4. Lead from a King or Queen, 
rather than from an Ace. 

For fince- the adverſaries will 
lead from thoſe ſuits which you 
do not, your ace will do them 


moſt harm. 


5. Lead from a King rather 


than from 2 Queen, and from a 
Queen rather than a Knave. 


For 
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LE ADE R. 3 


For the ſtronger the ſuit, 
the leſs is your partner endan- 
gered. 

6. Lead not from Ace Queen, 
or Ace Knave, till it . becomes ne- 
ceſſary. 

For if that ſuit is led by the 
adverſaries, you have a good 
chance of making two tricks 
in it, | 
7. In all ſequences to a Queen, 
Knave, or ten, begin with the 
bighef. 

Becauſe it will frequently diſ- 
treſs your left hand adverſary. 

Knave, lead the King. | | 
B 2 For 


4 LE AD E R. 


For if ſtrong in trumps, you 
may wait the return of that ſuit, 
and fineſs the Knave. 


9. Having Ace, King, and 
ane ſmall card, lead the ſmall 


One. 


For by this lead your part- 
ner has a chance to make the 
knave. 


10. Having Ace, King, and two 
or three ſmall cards, play Ace 
and King if weak in trumps, but 
a ſmall card if ſtrong in them. 
For when ſtrong in trumps, 
you may give your partner the 
chance of making the firſt trick. 
11. Having King, Queen, and 


one 
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one ſmall card, play the fmall * 
one. 

For your partner has an equal 
chance to win the trick; and 
you need not fear to make King 
or Queen, 

12, Having King, Queen, and 
two or three ſmall cards, lead 
a ſmall card if ſtrong in trumps, 
and the King if weak in them. 


For ſtrength in trumps inti- 
tles you to play a backward 
game, and to give your partner 
the chance of winning the firſt 
trick; but if weak in trumps 
it is neceſſary to ſecure a trick 
in that ſuit, by leading the King 
or Queen. 
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6 LEADER. 
13. Having an Ace with four 


ſmall cards, and no other good 


ſuit ; play a ſmall card if ſtrang 
in trumps, and the Ace if weak. 

For ſtrength in trumps may 
enable you to make one or two 
of the ſmall cards, altho' your 
partner ſhould not. be able to 
ſupport the lead. 


14. Having King, Knave, and 
ten, lead the ten. 

For if your partner holds the 
Ace, you have a good chance 
of making three tricks, whether 
he paſles the ten or not, 

15. Having King, Queen, and 
ten, lead the King. 


For 


LEADER 7 


For if it falls, upon the return 
of that ſuit from your partner, 
by putting on the ten you have a 
chance of making two tricks. 


16. Having Queen, Knave, and 
nine, lead the Queen, 


For upon the return of that 
ſuit from your partner, by put- 
ting on the nine you will pro- 
bably make the Knave. 


SECOND HAND. 


ſmall ones, play a. ſmall card if 
Arong in trumps, but the King if 
weak in them. 


1 For 


8 SECOND HAND. 


; For otherwiſe your Ace or 
King might be trumpt in the 
latter caſe, and no hazards ſhould 
be run with few trumps but in 
critical caſes. 


2. Having Ace, Queen, and 
fmall cards, play a ſmall one. 


F or upon the return of that 
ſuit you will Probably make two 
tricks. 


3. Having Ace, Knave, and 
ſmall cards, play a ſmall one. 
For upon the return of that 


ſuit, you wall probakly make two 
tricks, 


4. Having Ace, ten or nine 
with 


SECOND HAND. 9 


with ſmall cards, play a ſmall 


one. 


For by this method you have 
a chance of making two tricks 
in the ſuit. | 


5. Having King, Queen, ten, 
and ſmall cards, play the Queen. 

For by playing the ten upon 
the return of the ſuit, you will 
probably make two tricks in it. 


6. Having King, Queen, and 
ſmall cards, play a ſmall card if 
firong in trumps, but the Queen if 
deal in them. | 

For ſtrength in trumps war- 
rants playing a backward game, 

and 


10 SECOND HAND. 


and 'tis always advantageous to 
keep back your adverſaries ſuit. 


7. If you Hold a ſequence to your 
igheft card in the fait, play the 
lotet of it. 

For by this means your part- 
ner is informed of your ſtrength 
in that ſuit. ö 

8. Having Queen, Knave, and 
/inall ones, play the Knarve. 

Becauſe you will in great pra» 
bability ſecure a trick in that ſuit, 


9. Having Queen, ten and [mall 
ones, play a ſmall one, 


For your partner has-an equal 
chance to win the trick. 


10. Ha- 


SECOND HAND. 11 


. Having either Ace, King, 
Queen, or Knave with ſmall cards, 


play a ſmall one. 


For your partner has an equal 
chance to win the trick. 

11. Having either Ace, King, 
Queen, or Knave, With one ſmall 
card only, play the ſmell one. 

For otherwiſe the adverſary 
will fineſs upon you in that 
ſuit. 

12. If a Nueen ts led and you 
bold the King, put it on. 

For if your partner holds the 
Ace you do no harm, and if the 
King is taken, the adverſaries have 
played two honours to one. 


13. 


12 SECOND HAND. 


13. Fa Knave is led and you 
hold the Queen, put it on. 


For at the worſt you bring 
down two honours for one. 


14. Fa King is led, and you 
Hold Ace Knave and ſinall ones, 
play the Ace. | 


For it cannot da the adverſaries 
a greater injury. 
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THIRD HAN D. 


1. Having Ace and King, play 
the Ace, and return the King. 


Becauſe you are not to keep 
the command of your partner's 
ſtrong ſuit. OI 
2. Ha- 


THIRD HAND. 13 
2 Having Ace and Queen, play 
the Ace, and return the Nucen. 


For although it may prove 
better in ſome caſes to put on 
the Queen, yet in general your 
partner is beſt ſupported by the 
method above. 


3- Having Ace and + 
play the Ace, and return the 
Knave. 


The Knave is returned in or- 


der to ſtrengthen your partner's 
hand. 


4. Having King and Knave, 
play the King; and if it wins re- 
turn the Knave. 


Becauſe 


14 THIRD HAND. 


Becauſe it will ſtrenghten your 
partner's Hand. 


5. Aue put on the beſt 
when your * leads a ſmall 


card. 


Becauſe it beſt ſupports your 
partner's hand. 


6. If you bold the Ace and 
one ſmall card only, and your 
partner leads the King; put on 
t ce and return the ſmall 
one. 


For otherwiſe your Ace. will 
be an obſtruction to his ſuit. 

7. If you hold the King and 
one ſmall card only, and your 
parts 


FOURTH HAND. 1; 


partner leads the Ace;, if the 
trumps are out it is good play to 
put on the King. 


For by putting on the King, 
there is no obſtruction to the 
ſuit, 


FOURTH HA ND. 
Bic 


1. If a King is led, and 7 
hold Ace, K nave, and a anal card, 
play the ſmall 02. 


For ſuppoſing the Queen to 
follow, you will probably make 
both Ace and Knave. 

2. Ven the third Band 7s 
weak in his partner's lead, por. 


may 


16 FOURTH HAND. 


may often return that ſuit to great 
advantage. | 
But this rule muſt not be ap- 
plied to trumps, unleſs you are 
very ſtrong indeed. 


Caſes in which you ſhould re- 
turn your partner's lead im- 
mediately. 


i. When you win with the 
Ace, and can return an honour. 


For then it will greatly ſtrength- 
en his hand. 


2. When he leads a trump. 
In which caſe return the beſt 
remaining in your hand (unleſs 
| you 


CASES, & 17 


you hold four originally. 
An exception to this ariſes if 
the lead is thro' an honour. 


3. When your partner has 
trump? out. 


For then it is evident he wants 
to make his great ſuit. 

4. When you have no good card 
in any other ſuit. 

For then you are entirely de- 
pendent on your partner, 


Caſes in which you ſhould not 
return your partner's lead im- 
mediately. 


1. If you win with the King, 
E. Queen, 
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Queen, or Knave, and have only 
ſmall cards remaining. 


For the return of a ſmall card 
will more diſtreſs, than ſtrengthen 
your partner. 

2. If you hold a good ſequence, 

For then you may ſhew 2 
ſtrong ſuit, and not injure his / 
hand. 0 

3. 1f you have a ſtrong fur, 

Becauſe leading from a ſtrong MW {+ 
ſuit is a direction to your part- ii 
ner, and cannot injure him. 

4. F you have a good hand. 2 

Zi 


For in this caſe you have 2 
right to conſult your own hand, 
and not your partners. 


1 


1s 


Of LrapinoG TruMes. 19 
5. 1f you bold five trumps. 


For then you are warranted 
to play trumps if you think it 
right. 


Of LEADING TRUMPS. 


1. Lead trumps from a flrong 
hand, but never from a weak 
one. 


By which means you will 
ſecure your good cards from be- 
ing trumpt. 

2. Trump not out with a bad 
hand, altho you hold five ſmall 
trumps. 


For ſince your cards are bad, 
C 2 it 
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20 Of LEA DING TrumeRes. 


it is only trumping for the ad- 
verſaries good ones. 

3. Having Ace, King, Knave, 
and three ſmall trumps, play Ace 
and King. 

For the probability of the 
Queens falling is in your fa- 


VOUr. 


4. Having Ace, King, Knave, 
and one or two ſmall trumps, play 
the King; and wait the return 
from your partner to put on the 
Knave. 


This method is in order to 
win the Queen, but if you have 
particular reaſons to wiſh the 
trumps out, play two rounds of 

8 trumps, 
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Of LEA DING TRrUMPS. 21 


trumps, and then your ſtrong 


ſuit. 
5. Having Ace, King, and two 
2 or three ſmall trumps, lead a 
' ſmall one. 
: This method is with a view 
- to let your partner win the firſt 


trick, but if you haye good 
reaſons for getting out the 
y trumps play three rounds, or 
A play Ace and King, and then 
% proceed with your ſtrong ſuit. 
6. If your adverſaries are eight, 

0 and you bold no honour, throw off 
e your beſt trump. 
e For if your partner has not : 
f two honours you have loſt the 

game, and if he holds two ho- 

Cy nours 
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nours it is moſt advantageous 
for you to lead a trump. 


7. Having Ace, Queen, Knave, 
and ſmall trumps, play the Knave. 


For by this means, only the 
King can make againſt you. 
8. Having Ace, Queen, Ten, 


and one or two ſmall trumps, lead 
a ſmall one. 


For it will give your part- 
ner a chance to win the trick, 
and keep the command in your 
own hand. 


9. Having King, Queen, Ten, 
and ſmall trumps, lead the King. 


For if the King is loſt, upon 
the 


Of LeavinG TRUMPS. 23 


the return of trumps you may 
fineſs the ten. 


io. Having King, Knave, 
Ten, and ſmall ones, lead the 


Knave. 


Becauſe it will prevent the 
adverſaries from making a ſmall 
trump. 


11. Having Queen, Knave, 
nine, and ſmall trumps, lead the 
Queen. 


For if your partner holds the 
Ace, you have a good chance of 
making the whole ſuit. 


12. Having Queen, Knave, 
and two or three ſmall trumps, 
lead the Queen, 


C 4 For 
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For if your partner holds the 
Ace, you have a good chance 
for making the whole ſuit. 


13. Having Knave, Ten, Eight, 
and ſmall trumps, lead the Knave. 


For on the return of trumps, 
you may probably fineſs the 
Eight to advantage. 


14. Having Knave,: Ten, and 
three ſmall trumps, lead the Knave. 


Becauſe it will moſt diſtreſs 
your adverſaries, unleſs two ho- 
nours are held on your right 


hand; the odds againſt which is 


about three to one. 
15. Having only ſmall trumps, 
begin with the higheſt. 
| By 


1 
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By this play you will ſup- 
port your partner all you can. 


16. Having a ſequence, begin 
with the higheſt. 


By this means your partner is 
beſt inſtructed how to play his 
hand, and cannot poſſibly be in- 
jured. : 


17. Fan honour is turned up 
on your left, and the game mucb 
againſt you; lead a trump the 
firſt opportunity. | 

For your game being deſpe- 
rately bad, this method is the 
moſt likely to retrieve it. 


18. In all other caſes it is 
dangerous leading thro an honour, 


unleſs 


5 
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unleſ you are flrong in trumps, or 
have a good hand. 

Becauſe all the advantage of 
trumping thro' an honour, lies 
in the fineſſing of your partner. 

19. Suppoſing hereafter it tis 
proper to lead trumps. If an 
honour is turned up on your left, 
and you hold only one honour 
with a ſmall trump; throw off 
the bonour, and next the ſmall 
one. 


Becauſe it will greatly ſtrength- 
en your partner's hand, and can- 
not hurt your own. 


20. If an honour is turned up 
on the left, and you hold a ſequence, 
lead the higheſt of it. 


Be- 
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Becauſe it will prevent the 
laſt hand from injuring your 
partner. 


21. Fa Queen is turn'd up on 
the left, and you hold Ace, King. 
and a ſmall. one; lead the ſmall 
trump. | 


Becauſe you will havea chance 


for getting the Queen. 


22. If a Queen is turned up 
on your left, and you bold the 
Knave with ſmall ones, lead the 
Knave. 


For the Knave can be of no 
ſervice fince the Queen is on 
your left. — 

23. If an honour is turned up 


by 
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by your partner, and you are ſtrong 
in trumps, lead a ſmall one; but 
if weak in them lead the beſt you 
have. 


By this play the weakeſt hand 
will ſupport the ſtrongeſt. 


24. If an Ace is turned up on 
the righi, and you hold King, 
Queen and Knave, lead the Knave. 


For it is a ſecure lead. 


25. Van Ace is turned up on 
the right, and you hold King, 
Queen and Ten, lead the King; 


end upon the return of trumps play 
the Ten. 


For by this means you ſhow 
a great ſtrength to your part- 


ner, 
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ner, and will probably make two 
tricks in them. 


26. If a King is turned up on 
the right, and you hold Queen, 


Knave and nine, lead the Knave; 
aud upon the return of trumps play 


the nine. 


Becauſe it may prevent the 
Ten from making. 


27. If a King 1s turned up 
on your right, and you hold Knave, 
ten and nine, lead the nine; and 
upon the return of trumps play 
tbe ten. | „ 

Becauſe this method will beſt 
diſcloſe your ſtrength in trumps. 


28. If a Queen is turned up on 
the 
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by your partner, and you are ſtrong 
in trumps, lead a ſmall one; but 
if weak in them lead the beſt you 
have. 


By this play the weakeſt hand 
will ſupport the ſtrongeſt. 


24. If an Ace is turned up on 
the right, and you hold King, 
Queen and Knave, lead the Knave, 


For it is a ſecure lead. 


25. If an Ace is turned up on 
the right, and you hold King, 
Queen and Ten, lead the King; 


and upon the return of trumps play 
the Ten. 


For by this means you ſhow: 
a great ſtrength to your part- 


ner, 


Of Leaving Trumps. 29 


ner, and will probably make two 
tricks in them. 


26. If a King is turned up on 
the right, and you hold Queen, 
Knave and nine, lead the Knave; 
aud upon the return of trumps play 


the nine. 


Becauſe it may prevent the 
Ten from making. 


27. Fa King is turned up 
on your right, and you bold Knave, 
ten and nine, lead the nine; and 


upon the return of trumps play | 
tbe ten. 


Becauſe this ad will beſt 
diſcloſe your ſtrength in trumps. 


25. If a Queen is turned up on 
the 


— o —— 
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the right, and you hold Ace, 
King and Knave, lead the King ; 
and upon the return of trumps 
play the Knave. 


Becauſe you are certain to 


make the Knave. 


29. If a Queen 1s turned ub 
on the right, and you hold Ace, 
King and ſmall ones, lead the King; 
and upon the return of trumps 
you may ſjineſs, unleſs the 2 
falls. 

For otherwiſe the Queen will 
make a trick, ; 


30. If a Knave is turned uf 
on the right, and you hold King, 


Queen” and ten, lead the Queen; 
and 
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and upon the return of trumps 
play the len. 5 


For by this means you will 
make the ten. 


31. If a Knave 1s turned up 
on the right, and you hold King, 
Queen and ſmall ones, lead the 
King ; and if that comes home play 


a ſmall one. 


For 'tis probable your partner 
holds the Ace. 


32. If a Knave is turned up 
on the right, and you hold King, 
ten, or Queen, ten with two ſmall 
cards, lead a ſmall one; and upon 
the return of trumps play the 
ten. 


' For 


32 When you turn up an Honcur. 


For 'tis five to four that your 
partner holds one honour. 


When you turn up an Honour. 


r. If you turn up an Ace, 
and hold only one ſmall trump 
with it, if either adverſary leads 
the King, put on the Ace. 


— — - = 
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For it can do the adverſaries 
no greater injury. | 
5 2. J you turn up an Ace and 
hold two or three ſmall trumps 
with it, and either adverſary 
leads the King, put on a ſmall 


One. 


—ßv— — 


For if you play the Ace, 
| you 
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you give up the un in 
trumps. 

3. If you turn up a King, 
and hold only one ſmall trump 
with it, and your right hand 
adverſary leads a trump, play the 
King. 

This caſe is really ſomewhat 


doubtful, and very good players 
think differently. 


4. If you turn up a King, 
and hold two or three ſmall 
trumps with it, if your right hand 
adverſary leads a np: play 4 
ſmall one. | 


It being the beſt way of ſe- 
curing your King. 


D : 5. N 
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5. If you turn up a Queen or 
Knave, and hold only ſmall trumps 
with it, if your right hand ad- 
ver/ary leads a trump, put on a 
ſmall one. 


It being the ſecureſt play. 


6. If you hold a ſequence to 
the honour turn'd up, play 1 
laſt. 

By this means your part- 
ner will be the beſt acquainted 
with your ſtrength in trumps. 


Of Playing for the odd Trick. 


1. Be cautious of trumping 
out, notwithſtanding you have a 


good hand. 
For 
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For ſince you want the odd 
trick only, it would be abſurd 
to play a great game. 

2. Never trump out if your 
partner appears likely to trump 
a ſuit. | 

For it is evidently beſt to let 
your partner make his trumps. 


3. If you are moderately ſtrong 
in trumps, it is right to force 
your partner. 

For by this means you proba- 
bly gain a trick. 

4. Make your tricks early, and 
be cautious of fineſing. 

That you may not be greatly 

DS in- 
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injured, tho' you fail of making 
the odd trick. | 

5. F you, hold a ſingle card 
of any ſuit, and only two or 
three ſmall trumps, lead the fingle 


card. 
For it will 1 you a chance 
of making a ſmall trump. 


* 
GENERAL RULES: 


1. Be very cautious how. you 
change ſuits, and let no arti- 


fice of the adverſary induce * 
to it. 


* 
2. Keep a commanding card 
to bring in Jour frrong ſuit when 


the 


GENERAL RuLEs. 37 
the trumps are out, if your hand 
261 admit of ſuch pretenſions. 

3. Never keep back your part- 
ner's ſuit in trumps, but return 


them the firſt opportunity. 


4. If you hold a ſtrong ſuit and 
but few trumps, rather force your 
adverſaries than lead trumps ; un- 
leſs you are ſtrong in the other 
ſuits litewiſe. G6 

5. Be ſure to make the odd 


trick when it is in your power. 


6. Always conſider the ſcores, 
and play your hand accordingly. . 


7. In a backward\ game, you 

may often riſt one — — in order 

to win two; but in a forward 
| D 3 game 
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injured, tho' you fail of making 
the odd trick. | 

5. If you, hold a ſingle card 
of any ſuit, and only two or 
three ſmall trumps, lead the fingle 


card. 


For it will give you A chance 
of making a ſmall trump. 


GENERAL RULES. 


1. Be very cautious how. you 
change ſuits, and let no arti- 


fice of the adverſary induce Jou 
to it. 


2. Keep a commanding card 
to bring in your ſtrong ſuit when 
CET TEES OD the 
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the trumps are out, if your hand 
2onl admit of ſuch pretenſions. 


3. Never keep back your part- 
ner's ſuit in trumps, but return 


them the firſt opportunity. 


4. If you hold a ſtrong ſuit and 
but few trumps, rather force your 
adverſaries than lead trumps ; un- 
leſs you are ſtrong in the other 
ſuits hkewiſe. 5 

3 fure to make the odd 


trick when it is in your power. 


6. Always conſider the ſcores, 

and play your hand accordingly. 
7. In a backward game, you 
may often riſk one trick in order 
ta win two; but in a forward 
D 3 game 
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1 game you are to be more cautions 

35 unleſs you have a good probability 

| of getting up. 

8. In returning your partner's 
lead play the beſt you have, when 

you hold but three originally. 


9. Remember what cards drop 
from each hand, how many of 
each ſuit are out, and what is 
the beſt remaining card in each. 

10. Lead not originally from a 
fuit of which you have Ace and 
Queen, Ace and Knave, or King 
and Knave; if you hold another 
moderate ſuit. 

II. F neither of your adver- 
faries will had from the above 

N ſuits, 
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fuits, you muſt do it yourſelf with @ 
{mall card. 


12. You are firong in trumps 
with five ſmall ones, or three ſmall 
ones and one honour. 


13. Do not trump a card 
when you are ſtrong in trumps, 
and the more eſpecially if you hold 
a ſtrong ſuit. 

14. F you hold only a few 
ſmall trumps, make them if you 
an" 

15. If your partner refuſes to 
trump a ſuit of which he knows 
you have not the beſt, lead him your 
beſt trump the firſt opportunity. 
16. If your partner has trump? 

D 4 a ſuit, 


ͤ— 
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a ſuit, and refuſes to play trumps, 
lead him that ſuit again. bc 
17. Never force your. part- 
ner but when you are ſtrong in 
trumps, unleſs you have a re- 


nounce yourjelf, or want only the 
odd trick. ” 


18. If the adverſaries trump. 
out and your partner has a re- 
nounce, give him that Nuit when 
you get the lead, if you think he. 
has a ſmall trump left. 


19. Lead not from an Ace ſuit 
originally, if you hold four in num- 
ber of another ſutt. 

20. When trumps are either 
returned by your partner, or led 


by the adverſaries, you may A- 
neſs 
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neſs deeply in them; keeping the 
command all you can in your own | 


and. 93 
21. If you "lad the King of | | 


any ſuit and make it, you muſt not 


thence conclude that your partner 
holds the Ace. | 


22. It is ſometimes proper to 
lead à thirteenth card, in order 


to force the adverſary, and make. 
your partner laſt player. 


23. If weak in trumps make- 
your tricks joon, but when frong 


in them, you may play a more 
backward game. | . 


24. Keep a ſmall card ” 
your partner's firſt lead, if poſſible, ' 


in 
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in order to return it when the 
Trump are out. 


25. Never force the adverſary 
with your beſt card of a ſuit, 
unleſs you have the ſecond beſ 
alſo. 

26. In your partner's lead, 
endeavour to keep the command 
in his hand, rather than in your 
oun. 

27. If you have a ſaw, 'tis 
generally better to purſue it than 
fo trump out; altho you ſhould 
be ſtrong in trumps with a good 
fut. 

28. Keep the trump you turn 
up, As hong as you properly can. 

29. When 
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29. When you hold all the 


remaining trumps, play one of 
them to inform your partner; 
and then put the lead into Vis 
hand, 


30. It is better to lead from 
Ace and nine, than from Ace 
and ten. 


31. It is better to lead trumps 
thro an Ace or King, than thro 
a Queen or Knave. 


32. If you are reduced to the 
laſt trump, ſome winning cards, 


and one lying card only ; lead the 


loſing card, 


33. 1} only your partner has 


trumps remaining, and he leads 
a ſuit of which you hold none; 


if 


—— 8 A. 1 
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if you have a good quart (or ſe- 
quence of four } throw away the 
higheſt of it. 

34. If you have an Ace with 
one ſmall card of any ſuit, and 
ſeveral winning cards in other 
fuits; rather throw away ſome 
winning card than that ſmall 
— DIES : 


35. 1f you hold only one honour 
with a ſmall trump, and wiſh the 
trumps out; lead the honour 

fot. a 
306. If trumps have been led 
thrice, and there be two remaining 
in the adverſaries hands; endea- 
vour to force them out. 


37. Never play the beſ card 
x * 


GENERAL Ru ES. 45 
F your adverſaries lead at ſecond 
hand, unleſs your partner has 
none of that ſutt. 

38. If you have four trumps, 
and the command of a ſuit where- 
of your partner has none, lead a 
ſmall card in order that he may 
trumpit. _ 

39. V you hold five trumps 

with a good hand, play trumps 
and clear your adverſaries hands 
of them. 

40. If you hold the Ace and 
three ſmall trumps when the ad- 
verſaries lead them, and have no 
particular reaſon for flopping the A 
ſuit; let them quietly make King ES. 
and Queen, and on the third round 
play the Ace. 
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41. Suppoſing yourſelf leader 
with three ſmall trumps, one 
ſtrong ſuit, one moderate ſuit, 
and a ſingle card; begin with 
the flrong ſuit, and next lead the 

JIingle card. 


42. Be carefull how you ſort 
your cards, left a ſharp and cu- 
' rious eye ſhould diſcover the num- 
ber of your trumps. 


CALCULATION 5, 


I. It is about 5 to 4, that 
your partner holds one card out 
of any two. 

2. It is about 5 to 2, that 

* your 


— — — —— Pe wth 2 
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your partner holds one card out 
of any three. 


3. I is about 4 to 1, that 
your partner holds one card out of 


any four. 

4. I. 1s 2 to 1, that your 
partner does not hold a certain 
card. | 


5. It ts about 3 to 1, that 
your partner does not hold two 
cards out of any three. 

6. It is about 3 to 2, that 
your partner does net hold two 
cards out of any four. 


A Table 
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A TABLE of chances far 


winning. 


At any ſcores of the game except 8 and 
9, the odds of winning is nearly in a re- 
ciprocal proportion to the points wanted, 
as by the following table; ſuppoſing D 
the dealer, and E the elder hand. 


| | Scores of | The odds for | - Or 
| D and E, D, nearly. - nearly. 
| O Olo to 10 [21 to 20 
| I O0 9g 5 4* 
| 2 10 8 5 
| 3: o 10 71 3 
| 4 oro 6 5 
| 5 010 312 
| 9 o 415 
7 O 417 

WO 010 213 

— 2 1.4 
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The Table continued. 
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The Table continued. 
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The Table continued. 


3 of tle tor | Or | 
D and E, 3 DB, nearly, Nun 

6 | 5 to 4 F WE 
7 $1 5 3-3-3 2 
1 2 | 2% I 
2 - Os. BP 
7 6] 4 = 3|2 : 12 
8 6] 4 TA I 
9 0| 3 2 | 1: I 
3 2 14 1 
9 7| 4 212 IT 
3 4 | 2% 2 
„ 2 | 14 I 
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A Table ſhewing the odds of 
the dealer winning the rubbers, 
againſt the elder hand; ſup- 
poſing he has won the firſt 


game. 
2 337 
= | Scores of Odds for D, 
4 D and E. nearly. 
8 2 1 
1 
8 At 1 8 110 3 
g= = . 
8 rar 2 O 7 2 
© 3 o | 4 I 
Q T 4 O 13 3 
15 o | 5 1 
'S | 6 6 I 
85 0 
30 |7 018 I 
8 8 oO 11 1 
88 9 o 10 1 
The 
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The Table continued. 
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The Table continued. 
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LA Ws of the Game at WHIS T, 
from HOYLE. 


r. ## any perſon Plays out "Y 
his turn, it ts in the option of ei- 
ther of his adverſaries to call the 
card ſo played, at any time in that 
deal, provided it does not make him 
revoke; or if either of the adverſe 
party is to lead, he may defire his 
partner to name the ſuit he chuſes 
to have him lead, and when a ſuit is 
then named, the partner muſt play 
it if he hasit. 

2. No revoke to be claimed till 
the trick is turned and quitted, 
or the party who revoked or his- 
partner, have played again. 

3. If a revoke happens to be 
made, the adverſe party may add 

3 to 


4 
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3 / his core, and the revoking 
party, provided they are up, not- 
10 anding the penalty, muſt re- 
nin at : the revoke takes 
place of any other ſcore of the 
game. 

4. F any perſon calls at any 
point of the game, except 8, ei- 
ther of the adverſe parties may 
call a new deal; and they are at 
liberty to conjult each other whe- 
ther they will have a new deal. 


5. After the trump=-card is 


feen, no body ought to remind his 


partner to call. 

6. If the trump-card is ſeen, 
no honours in the preceding deal 
can be ſet up, unleſs they were 
before claimed, 

7. If any perſon ſeparates a 
card from the reſt, either of the 

—_ 
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adverſe parties may call it, pro- 
vided he names it, and proves the 
ſeparation ; but in caſe he calls a 
wrong card, either of the adverſe 
parties may once call the higheſt 
or loweſt card in any ſuit led during 
that deal. 

8. Each perſon ought to lay 
his card before him; after he has 
done ſo, if either of the adverſe 
parties mix their cards with his, 
his partner is entitled to demand 
each perſon to lay his card before 
him ; but not to enquire who played 
any particular card. 


9. 1f any perjon revokes, and 
8 the cards are turned, dif 
covers it, the adverſe party may 
call either the higheſt or the low- 
eft card of the ſuit led, or have 
their option to call the card then 
played 
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. played at any other time, when it 


does not cauſe a revoke. 

10. If a card in dealing is 
turned up, it is in the option of 
the adverſe party to call a new 
deal, unleſs they, or either of them, 
have been the cauſe of turning up 
fuch card; in which caſe the dea- 
ler has the option. 

11. 1f the Ace, or any other 
card of any ſuit is led, and it 
ſhould ſo happen that the laſt 
player plays out of his turn, whe= 
ther his partner has any of the 
ſuit led or not [provided you do 


not make him revoke} he 1s netther 


intitled to trump it, nor to win 


12. If a card is faced in the 
pack, they muſt deal again, except 
it rs the laſt card. | 

13. None 
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13. None of the players are 
to take up, or look at their cards, 
while any perſon 1s dealing ; and 
if the dealer ſhould happen to miſs 
deal, in that caſe he ſhall deal 
again; and if a card is turned 
up in dealing, no new deal is to 
be called. 

14. When a card is led, if one 
of the adverſaries plays out of his 
turn, his partner is not to win 
the trick, if he can avoid it with- 
out revoking. 

15. Every perſon ought to ſee 
that he has 13 cards dealt him; 
therefore, if any one ſhould Bᷣap- 
pen to have only 12 cards, and 


does not find it out till ſeveral 


tricks are played, and that the 
reſt of the players have their 
right numbers, the deal ſtands 

good; 


8 ” 
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good; and alſo the perſon who 
plays with 12 cards, is to be pu- 
niſbed with each revoke, in caſe 
be has made any; but if any of the 
reſt of the players ſhould happen 
to have 14 cards, in that caſe tbe 
deal is void. 


16. If any ferſen throws his 
cards upon the table, with their 


faces upwards, upon ſuppoſition 
that he has lift the game, the 


adverſaries have it in their po- 
er to call any of thoſe cards, when 
they think proper, provided they 
do not make the party revoke. 


17. A and C are partners 
againſt B and D; A leads a club, 


his partner C plays before the 


adverſary B; in this caſe D has 
a right to play before his part- 


ner 
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partner B, becauſe C Acer out 
of bis turn. 

18. F any perſon is ſure of. 
winning every trick in his hand, 
he may ſhew his cards upon the 
table; but ſhould it ſo happen that 
he has any loſing card in his hand, 


he is then hable to have all his 
cards called. 


19. No perſon ought to aſe 
hrs partner whether he had played 
an honour, while the cards are 
Playing. | 

20. A and C are partners 
againſt B and D; A leads a 
club, B plays a ſpade, C plays 
the King of clubs, and D plays 
a club; B diſcovers le has re- 
wvoked before the trick is turned. 


Query, What is the penalty? 
* C may 
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C may take up his card again, 
and ſo may D, and either A or 
C have it in their option to o- 


blige B to play the higheſt or the 


Inoef card of the ſuit led. 


21. If any perſon calls at 
the point of 8, and his partner 
e and both the oppoſite 


parties have thrown up ther 


cards, and it appears that the 


other fide had not two by honours; 
m this caſe they may conſult 
with one another about it, and 
are at liberty to ſtand the deal 
or not. 

22. And if any body anſwers, 
when he has not an honour, the 
. adverſe party may conſult with 
one another about it, and are at 


liberty to ſtand the deal or not. 
23. No perſon may take new 


cards 


MN 
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cards in the middle of a game, 
without the conſent of all parties. 

24. The, dealer ought to leave 
to view upon the table bis trump 
card, till it is his turn to play; 
and after he has mixed it with 
his other cards, no body is entitled 
to demand what card is turned up, 


but may aſt what is trumps © 
this conſequence attends ſuch a 


law, that the dealer cannot name 


a wrong card, «which he otherwiſe 
might have done. 


„5 


